The Complete Baldur’s Gate Walkthrough

After reading several walkthroughs, I had the impression many of them lacked many things through the game. So, I decided to make one on my own. You’ll see the game from many points of view: a lawful evil conjurer (twice), a chaotic good conjurer, a true neutral druid, a chaotic good fighter/thief, a chaotic good ranger and a chaotic neutral bard. Before starting, just don’t forget one thing: SAVE REALLY OFTEN! You might remark some things listed here aren’t the same in the game manual or are different in AD&D rules. It doesn’t matter, the first part is a bit of a game manual correction and the Baldur’s Gate rules might be a little different from those in AD&D, a good example being that of specialist wizards, which are different in Baldur’s Gate. Remember to SAVE OFTEN!

Note: After each chapter, I’ve put up a list with the quests to do in the places you’ve been through. Check it often when you don’t remember what to do. Don’t forget the walkthrough is made so you get the maximum XP possible, this way, you’ll be prepared for Tales of the Sword Coast.
Making your character

Depending on the class and race you want to choose, you will need more or less of each prime requisite. You can choose between Fighter, Paladin, Ranger, Cleric, Druid, Thief, Bard, Mage, Specialist Mage or Multi-Class. The races are: Human, Dwarf, Elf, Half-Elf, Gnome and Halfling. More details about classes can be found in The Game Manual, but some might be wrong, like the weapons and armors classes can wear.

Races

Humans:  Can Dual-Class at level 2, Can advance as any class except 

multi-class. Most likely to be: any class.

Dwarves: Constitution +1, Dexterity and Charisma –1. Infravision, resistance

to magic and poison. Most likely to be: Fighter.
Elves: Dexterity +1, Constitution –1. Infravision, resistance to sleep and

charm spells. Most likely to be: Fighter/Thief.
Gnomes: Intelligence +1, Wisdom –1. Infravision, resistance to magic, can’t be mages but can be illusionists, even in multi-class. Most likely to be: Illusionist.

Halflings: Dexterity +1, Strength –1. High resistance to poison

and magic. Most likely to be: Thief.
Half-Elves: Infravision, limited resistance to sleep and charm spells.

Most likely to be: any class.

Classes

Warriors

Fighter: Special Abilities: Advanced weapon specialization
Restrictions: None
Prime Requisite(s): Strength
Ranger: Special Abilities: Weapon specialization, Racial enemy, Stealth,

Charm person/mammal.
Restrictions: Human, Elf or Half-Elf only, Good alignment only.

Prime Requisite(s): Strength, Dexterity, Wisdom
Paladin: Special Abilities: Weapon Specialization, Lay on Hands, Turn

Undead, +2 all saving throws, Protection from Evil, Detect Evil.

Restrictions: Human only, must maintain Lawful Good Alignment.

Prime Requisite(s): Strength, Charisma
Priests

Cleric: Special Abilities: Turn Undead, Priest spell casting.
Restrictions: Can not use bladed or piercing weapons
Prime Requisite(s): Wisdom
Druid: Special Abilities: Shape Change (At level 7), Priest spell casting
Restrictions: Human or Half-Elf only, can only use Leather/Studded

Leather Armor, Bucklers, Clubs, Darts, Spears, Daggers, Scimitars,

Slings and Staffs. Must be True Neutral Alignment.
Important Requisites: Wisdom, Charisma
Rogues

Thief: Special Abilities: Stealth (and backstab), Pick Pockets, Pick locks,

Find/Disarm Traps.
Restrictions: Cannot be of Lawful Good Alignment, can only use

Leather/Studded Leather Armor, Bucklers, Clubs, Daggers, Staffs,

Short Swords, Long Swords, Short Bows and Scimitars.
Prime Requisite(s): Dexterity
Bard: Special Abilities: Pick Pockets, Bard song, Mage Spell Casting (at

level 2), High Lore Ability.
Restrictions: Human and Half-Elf only, must be of partially neutral

alignment, can use any weapon/shield/armor other than Composite

Long Bow, Throwing Axe, Small Shield, Medium Shield, Large Shield,

Splint Mail, Plate Mail and Full Plate.
Prime Requisite(s): Dexterity, Charisma

Wizards

Mage: Special Abilities: Mage Spell Casting
Restrictions: Cannot wear armor, can only use Daggers, Staffs, 

Darts and Slings. Gnomes are automatically Illusionists.

Important Requisites: Intelligence
Specialist Mage: They are allowed to memorize an extra spell of each level

but they are prohibited to learn spells from the opposite

school. * is the opposite school.
Abjurer: A wizard who specializes in protective magic. *Alteration


He has a minimum of 15 Wisdom
Conjurer: A wizard who specializes in creating creatures and objects to

assist him. *Divination He has a minimum of 15 Constitution
Diviner: A wizard who specializes in detection and divining magic.

*Conjuration He has a minimum of 16 Wisdom
Enchanter: A wizard who specializes in manipulating the minds of sentient

beings. *Invocation/Evocation He has a minimum of 15 Charisma
Illusionist: A wizard who specializes in creating illusions to confuse and

mislead. *Necromancy He has a minimum of 16 Dexterity
Invoker: A wizard who specializes in Invocation/Evocation magic.

*Enchantment/Charm, Conjuration/Summoning He has a minimum of 16

Constitution
Necromancer: A wizard who specializes in magic dealing with death.

*Illusion He has a minimum of 16 Wisdom
Transmuter: A wizard who specializes in magic that alters physical reality.

*Abjuration, Necromancy He has a minimum of 15 Dexterity
Multi-Classes (Non-Human)

Fighter/Thief: They can use the abilities of both, but cannot use their

thieving skills while wearing more than Studded Leather.

Fighter/Cleric: They can use the abilities of both, but cannot use weapons

other than the ones clerics can.

Fighter/Druid: They can use the abilities of both, but cannot use weapons

other than the ones druids can.

Fighter/Mage: They can use the abilities of both, but cannot cast spells

while wearing armor. Gnomes are automatically Fighter/Illusionists.

Fighter/Mage/Cleric: They can use the abilities of all 3 classes, but cannot

cast mage spells while wearing armor and cannot use weapons other than the ones clerics can.
Fighter/Mage/Thief: They can use the abilities of all 3 classes, but cannot

cast mage spells while wearing armor and cannot use their thieving

skills when wearing more than Studded Leather Armor.
Mage/Cleric: They can use the abilities of both, but cannot cast spells while

wearing armor and cannot use weapons other than the ones clerics can.

Gnomes are automatically Illusionist/Clerics.
Mage/Thief: They can use the abilities of both, but cannot cast spells while

wearing armor. Gnomes are automatically Illusionist/Thieves.

Cleric/Ranger: They can use the abilities of both, but cannot use weapons

other than the ones clerics can.

Thief/Cleric: They can use the abilities of both, but cannot use their

thieving skills while wearing more than Studded Leather and cannot

use weapons other than the ones clerics can.
Alignment

Unlike AD&D, in Baldur’s Gate, alignment has almost no importance, except for the base reputation and that paladins and rangers lose their abilities at reputation 5.

Lawful Good: Characters of this alignment believe that structure and a

moral government results in the benefit of most citizens.

Neutral Good: These characters believe that a balance of forces is important that

neither chaos nor laws moderate the need for good.

Chaotic Good: Chaotic Good characters are strong individualists marked by

a streak of kindness and benevolence.

Lawful Neutral: Lawful Neutral characters believe that laws must be

created and obeyed.

True Neutral: These characters believe in the ultimate balance of forces

and that it is their duty to keep all the forces in a balanced content.

Chaotic Neutral: Chaotic Neutral characters believe there is no order to

anything, including their own actions.

Lawful Evil: These characters believe structure and organization elevate

those who deserve to rule.

Neutral Evil: Neutral Evil characters are primarily concerned with
themselves and their own advancement.

Chaotic Evil: Chaotic Evil characters are only driven by impulse and by their

personal pleasure and gain.

Explanation of terms

Advanced Weapon Specialization: It allows you to add a maximum of 5 

proficiency scores to a weapon, which makes you much better with a

certain type of weapon. It greatly increases your damage and chance 

to hit.
Weapon Specialization: It allows you to add a maximum of 2 proficiency

scores to a weapon, which increases your chance to hit and damage.

Turn Undead: Clerics and paladins have this ability. They damage, or even

destroy them right away. Evil clerics can sometimes gain control of them.

Priest Spell Casting: Druids and Clerics can cast priest spells. They can use

level 2 spells at level 3, level 3 spells at level 5, level 4 spells at level 7

and priests with higher wisdom get additional spells.
Shape Change: At level 7, Druids can transform into a Black Bear, Brown

Bear or Wolf, once per day.

Stealth: Thieves and rangers can hide in the shadows to then backstab (rangers

can’t backstab though), for double, triple or more damage, depending on their level.

Pick Pockets: Thieves and Bards can pick pocket and steal items in other

NPC’s inventories.

Pick Locks: When a chest or door is locked, thieves can attempt to open it

by using their pick locks ability.

Find/Remove Traps: Thieves can detect traps and then disarm them. They

might not always see the traps with their ability on, and might fail

their disarm.
Bard Song: While the bard is playing a song, the party’s attack rolls are

higher and the enemy’s attack rolls are lower. The morale grows, but

the bard cannot do any other actions while singing.
Wizard Spell Casting: Similar to priests, wizards can cast wizard spells.

However, wizards are much more offensive than priests are. At level 

3, he can use level 2 spells, level 3 spells at level 5, level 4 spells at

level 7.
Ability Scores

This is the most important part of your character creation. Depending on your class, you have to add more or less to the scores: Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma. Roll until you get a decent number of points, even if this means rolling for 30 minutes. Always distribute the maximum for your prime requisites and high charisma isn’t unimportant: it helps more than you think. If you want the game to be a real challenge, just keep the roll you have from the beginning, but beware, this greatly affects your character!

Weapon Proficiencies

Depending on your class, you will be able to select different weapon proficiencies. If you’re a warrior, you might want to give 2 proficiencies to the weapon you will use most often in the game. As a mage, it doesn’t matter all that much. If you want to keep him out of melee, use missile weapons, as for a Fighter/Thief, give him melee weapons proficiencies so he deals greater damage while backstabbing. Bards can use almost any weapon and for Clerics I prefer giving Blunt Weapon proficiencies for the start. As soon as all of this is done, all there’s left is to customize your appearance, type in your name, and you’re ready for Baldur’s Gate.

Prologue: Candlekeep

As soon as you begin, you will be equipped with a Quarterstaff, and a certain amount of gold, depending on your class. Unless you really play bad, or are a mage, you shouldn’t be having any trouble with this part of the game. 

Enter the Inn and talk to Winthrop. He has some good items for any level 1 character, and you will want to buy some, depending on your weapon proficiencies. At Winthrop’s right, there is a chest that contains a scroll of armor and infravision, along with some gold. If you’re a thief, try to open the lock. With any other class, if you have a medium strength, you should be able to force it by “attacking” it (depending on your strength, you’ll be able to open it or not). You can try several times to make sure it doesn’t work. At the left, you will find Firebead Elvenhair, an old wizard who is looking for his identify scroll, which he asks you to get from Tethoril. Talk to him 30 times, and he’ll give you 300 gold, which can be quite useful for the very beginning, especially for a fighter. Upstairs, you will find more chests to force/lock pick, but watch out, if nobles see you (they won’t if they’re sleeping), they will call the guards and you will be forced to give all your money or attack, which means a reputation loss. In one of the chests, there is a very expensive gem, which you will only be able to get with very high picklocks. When you leave the inn, don’t forget to but some bolts for a quest to come…

Move on to the right, where you will meet Phlydia, who lost her book again. Continue, and in the priest quarters, you will meet a friendly assassin who will attack you. Unless you’re a mage with low strength (if you are, save before entering the quarters), this should be really easy. On the way out, you’ll see Dreppin. Talk to him and he’ll tell you Phlydia’s book is right beside the cow. Talk to him again, and he’ll tell you he needs an antidote for his cow. Go back to Phlydia and she’ll give you a Lynx Eye Gem (worth 7gp). Sell it to Winthrop and go down until you reach the barracks.

Inside, you’ll find Fuller, who needs you to get him some Crossbow Bolts (if you already bought them, they’re useful right now, eh?). With a charisma of 18, he’ll give you a +1 Dagger. In the corner, open the chest, where you will find Hull’s Long Sword and an Antidote. Don’t worry, the guards don’t mind it.

In the bunkhouse, you’ll find… another assassin. Kill him and move on to the right. The gatewarden will propose you to go train yourself with Obe the Illusionist. If this is your first time through the game, you might want to do this “simulation”. Continue, right again and you’ll find Hull, who’ll ask you to get his long sword (which you should have with you). Talk to him again and with a high charisma, he’ll give you double the amount of money and won’t insult you. Higher, you’ll meet Reevor, who asks you to clear his house of the rats. Go inside, kill them all and get the huge 5gp reward.

In one of the houses, you’ll meet a Priest of Oghma, who’ll give you an useful healing potion. If you’re a thief, pick pocket him and you’ll find yet another potion. There’s also a chest you could try to lock pick (you would have a hard time not getting noticed if you succeed).

In the middle of the keep, you’ll find your good friend Imoen, who will tell you something about one of Gorion’s scrolls. You’ll also meet Tethoril (who’ll give you that identify scroll for Firebead Elvenhair). If you don’t find him, it’s because he constantly goes around the keep in circles.

Give the antidote to Dreppin and the scroll to Firebead Elvenhair. You’re all set for the real life. Go talk to Gorion and watch the nice story as it goes.

Quests to do: 
- Get the Identify scroll from Tethoril (Firebead Elvenhair)

- Bring an antidote for his cow from Hull (Dreppin)

- Get him some bolts (Fuller)

- Kill the rats in the storage (Reevor)

- Find her book in the hay and bring it to back (Phlydia)
Chapter 1: Friendly Arm Inn

First NPCs

It all seems like a dream, but it’s all too real. A man with an Armored Figure, some ogres and a mysterious woman ambushed you… Your foster father died and you have no where to go. Going back to Candlekeep wouldn’t be a solution, as the only way is to give a tome with a value of no less than 10000gp (which you obviously don’t have on you). Luckily, your good friend Imoen comes talk to you right away. She always finds the best moments… NPC Note: Imoen is a great thief. She will prove to be very useful in the late game as you can Dual-Class her to Mage/Specialist Mage (do so at level 6 so you get the best of her). Her biggest disadvantage is her very low strength. Still, if you are good aligned, and need a good Thief/Mage, she’s a great asset in many situations. Go take Gorion’s stuff (that’s so evil) and stick to the road. You’ll meet Kolssed, who’ll tell you about Montaron and Xzar. Continue on and you’ll meet them. NPC Note: Montaron and Xzar are a bunch of evil maniacs. Xzar is good, but his constitution is very low, penalizing him in the early game. Montaron should have a better dexterity, as a good thief normally does. I personally like to keep Xzar with an evil party, but not Montaron. At location x: 4419, y: 1958 (to see the location your mouse is on, click L), you’ll find an expensive gem. Upper, you’ll meet a messenger who tells you the trouble with the bandits and caravans.

On the way to the inn…

Move on to the map at the east and you’ll be greeted by an Old Man (later in the game, you’ll find out he’s Elminster, the most powerful mage that has ever walked the Realms). Take the Ring of Protection from the rock (x=1005, y=1113)and continue east until you find an ogre. Kill him and get the two girdles (the one with yellow on it is cursed and the other is a Girdle of Piercing which you should keep).

Another assassin

Go to the North and enter the Friendly Arm Inn. Go into the first house at the left where you will meet Joia, who will ask you to get her ring back from the hobgoblins in the upper part of the map, close to the road. You might have trouble finding the door, it’s well hidden. Before the entrance, you will meet yet another assassin: Tarnesh, a mage. If you have Xzar (which you should for the moment), cast Larloch’s Minor Drain so that he doesn’t get to cast his mirror image. If he misses it, he will prove to be a pathetic opponent.

Khalid and Jaheira

Inside, you will meet Jopi, who tells you of his uncle, Ragefast, a known Mage in Baldur’s Gate who you’ll meet later in the game. He gives you some information about the roads and then goes away to have a drink. If you talk to Nessie, she’ll tell you some more about the inn’s regulars. She’ll mention Khalid and Jaheira who are at Bentley Mirroshade’s left have been waiting for someone for some days impatiently. Go talk to them and they will ask you to go to Nashkel, as Montaron and Xzar told you. NPC Note: Khalid and Jaheira are great companions, which you should keep for a long time during the beginning of the game, and even later. As a Fighter/Druid, Jaheira can reach level 6/7 and cast level 4 spells anyway. Khalid is neutral good, and Jaheira true neutral (like any druid). Their only disadvantage is their lack of strength, which is compensated by their great constitution. Khalid is a pretty good fighter even though I think his strength should be better.

Unshey and the two girdles

Buy some stuff from Bentley and move on to the second floor, where you will meet Unshey, a cleric that wants you to bring her the girdle of piercing she lost against an ogre back. Don’t give it to her, keep it instead: girdles are rare in the game, and this one will prove to be most useful…

Spider infestation in Beregost

On the third floor, you’ll meet Landrin. Talk to her with someone that has 18 charisma (if you have that kind of character) and she’ll give you 6 antidotes to help you clear her house of a spider infestation. She also mentions it is situated at the left of The Jovial Juggler, in the lower right corner of Beregost. Go to the noble who wants to get his golden pantaloons washed. Take them, and give them back right away for 100 free XP.

More advanced NPCs…

Leave the inn and follow the road to the North until you meet some Hobgoblins. One of them had Joia’s flamedance ring. Bring it back to her and go south, back to the map with the ogre. At this point, you might want some more advanced NPCs. North of the Inn, is Ajantis, a Lawful Good Paladin, and east of the inn is Viconia, a Neutral Evil Cleric. Both are very good, so take them, depending on your alignment. To get Ajantis, move west while you follow the stone road and you’ll meet him. He’s pretty hard to miss. As for Viconia, you’ll see her a bit lower than the upper left corner on the map east of the one with Ajantis. Go to Beregost and pass through the map with the girdles fast.

Feldepost’s Inn
Once you’re there, ask Golin Vend for directions to Feldepost’s Inn. As soon as you enter, a very rude man, Marl, will ask you to leave. A couple of seconds later, he’ll warn you again. This time, you’ll have to calm him down for 900 XP or he’ll attack you and you won’t get as much for killing him. Tell him there’s plenty of room for everyone and that you solve more problems than you cause, say that you’re not responsible for his son’s death and he’ll let you alone (you’ll get that 900 XP too). If you talk to the innkeeper, he’ll have some items for sale, which are probably too expensive for your current level. Upstairs, a non-charismatic man named Algernon will tell you to go away. You can try to pickpocket him his cloak, which gives a +2 charisma bonus (he sure needs it).

Kagain and Firebead Elvenhair

Across the street, in a house with a door you don’t see too well, you’ll meet Firebead Elvenhair, the mage you met in Candlekeep. He’ll ask you to buy him a “History of the Fateful Coin” book (Feldepost’s Inn has some for sale) and he’ll reward you with XP and reputation if you buy him one. In the house at the North of the inn, you’ll meet Kagain. If you accept his offer he will join you, but if you don’t find his caravan soon, he’ll leave. His caravan can be found on the map where you found Elminster the first time. NPC Note: Kagain has 1 disadvantage: 12 dexterity. His strength is fine (even though it could be better) and his constitution is amazing (20). He makes a great addition to an evil party and you might want to keep him until the end.

An evil singer

Go to the right, in front of the Burning Wizard, where you’ll meet Garrick, who will asked you to protect Silke. Agree and then change sides to kill her. Enter the Red Sheaf Inn at Silke’s left. Don’t let Garrick join you (unless you really want a bard). NPC Note: Garrick isn’t very good. His requisites are pathetic, but he might be of some use to you. As soon as you enter the Red Sheaf Inn, you will meet Karlat, the dwarven assassin. Kill him and talk to Perdue. He’ll tell you he lost his sword around High Hedge (West of Beregost) against a Gnoll.

A little bit of thieving

Go back to The Burning Wizard Tavern. Inside, a petty thief named Zhurlong will ask you to bring his boots back. Those boots are very useful (+35% stealth), and you REALLY wouldn’t want to give them away. Upstairs, a man will tell you a bit about Beregost and Firewine Bridge. In the northern part of the city, you’ll see a noble’s home: Travenhurt’s. Lock pick his door, go upstairs to take his Wand of Lightning.

Equipping yourself

You’ll also want to visit Taerom “Thunderhammer” Fuiruim’s blacksmith to equip yourself. If it’s night, enter the smith and steal the +1 Bastard Sword inside the chest (you need a high open locks percentage). In a house to the North (that doesn’t have a very obvious entrance) you’ll meet Mirianne who wants you to bring her news of her husband who left for Amn. After you spoke to her, enter the house at the left of The Jovial Juggler. Beware! A lot of spiders await and you’ll find those antidotes Landrin gave you (if you have a high charisma) useful. You’re all set for Nashkel.

The road to Nashkel

Move towards the South where you will be welcomed by two ogrillons with their cool phrase: “Die big squeaks”. One of them carries Mirianne’s letter, which you should keep. Don’t stick to the road too much, as there’s a hobgoblin cave on the middle-lower part of the map. There are no hobgoblins inside, but there are many outside. Continue South, where you’ll meet a paranoid Flaming Fist. Tell him you’re bandits and kill him (there’s no reputation loss for this). On the next map, follow the road and you’ll meet a bunch of hobgoblins again and it isn’t likely that you’ll get attacked by anything else on this map. You’re now entering Nashkel.

Quests to do:
- Get the flamedance ring from the hobgoblins (Joia)

- Meet Khalid and Jaheira (Gorion)

- Get her girdle of piercing back from the ogre to the south (Unshey)

- Clear the spiders in her house in Beregost and bring proof (Landrin)

- “Wash” the golden pantaloons (Nobleman)

- Calm down Marl

- Kill Silke

- Bring him a “History of the Fateful Coin” book (Firebead Elvenhair)

- Find the caravan with Entar Silvershield’s son (Kagain)

- Bring back his cloak of non-detection during chapter 4 (Gurke)

- Kill the group of Half-Ogres (Bjornin)

- Bring his boots of stealth back (Zhurlong)

- Find his Short Sword (Perdue)

- Bring her news about her husband, Roe (Mirianne)

- Kill Bassilus, but not right away! (Town Crier or Kelldath Orlmyr)
Chapter 2: Nashkel Mines

Even more party members…

First thing you should do on this map is go in the middle left where you will find a bag with an Ankheg Plate Mail at location x=186, y=2747. Cross the bridge in the lower part of the map where you will meet Edwin, the Red Wizard assassin. He wishes to assassinate the “witch” Dynaheir. NPC Note: Edwin is the best mage in the game. So good, that you can’t become as good as him with a mage yourself! He has the best constitution a non-fighter could have, best intelligence and with the gauntlets of dexterity, no worries about his armor class. He is also a Conjurer – the best type of specialist: your opposition school is Divination (the worst). And at the top of it, his amulet (which only he can use) gives him one extra spell of each level! Good aligned parties will have some trouble with him, as he is Lawful Evil. Only problem is that you have to assassinate Dynaheir the Invoker that you find in the Gnoll Stronghold. If you don’t, he’ll leave you after a while. It is why you should take him a bit later, when you’ll go there. A bit further, you’ll meet Minsc, another NPC who will join you. NPC Note: Minsc is a Neutral Good Ranger. In opposition to Edwin, he wants to save Dynaheir from the Gnolls. His Strength is very good and his Dexterity and Constitution are fine. Overall, I like him as a Ranger, but he is neither smart, wise or charismatic. I just don’t like rangers in general because they don’t have advanced weapon specialization. His companion, Boo (a hamster which he believes to come from outer space) makes a really cool noise and occupies a quick items slot. If you don’t save Dynaheir in a certain period of time, he will go Berserk and attack your party.

Ever-rampaging assassins

You’ll see Oublek, who mistakes you for Greywolf. With good, you should tell him you aren’t the man he’s looking for (1 reputation point), while if you’re evil, take the money! Reputation isn’t any good for your party. On the stone way to The Helm Temple, you will meet Berrun Ghastkill, the mayor of Nashkel. He tells you about the iron shortage and the trouble in his city’s mines. Save before entering the inn, as an assassin awaits you… Neira is a cleric who is very “unlady-like”. Inside the Tavern lower than the barracks, you will meet Volothamp Geddarm (Volo), the famous rogue magician who is always on the look for another ale. He’ll talk to you about the local concerns. If you’re not a cleric yourself, buy a Stone to Flesh Scroll from the Helm Temple for an useful NPC to come. Before leaving, enter Joseph’s wife’s house in the middle right to get her quest. Take your leave and head East for the carnival!

Have some fun in the tents

In most tents, you will find useless things. There are many gamesmen, and in a particular one, a Thief named Vitiare will steal 100 gold from you, and all you can do about it is kill him before he reaches you. The Great Gazib and the Amazing Oopah, the world’s only exploding ogre will do an act for you… up to 3 times. The third time, Oopah attacks you (270 XP). You should do this! A petty thief will sell you a Stone to Flesh Scroll for 500 GP (when it’s only 200 at a temple. Turn Branwen back to flesh and she’ll join your party and warn you of a mage named Tranzig. NPC Note: Branwen is a very capable True Neutral Cleric. Her wisdom is like most of the other priests’ and her constitution/dexterity/strength are fine. She can cast 3 spiritual hammers per day as a special ability. Whatever your alignment is, you might be interested to keep her for a long time. Go inside the tent with Zordral and Bentha. Let Zordral kill her and take care of him right after. This is your first occasion to get a Mage Robe in the game, so you should keep them both, until you get better. All the other tents contain diverse items for sale… including 2 weird potions, which greatly increase your strength or intelligence, but also decrease the others statistics. Move on to the mines at the South.

The first important quest in the game

In the upper left corner, there’s a Wand of Frost inside a tree’s hole. The tree is hard to miss. Back to the place where you started on the map, there’s a storehouse full with dogs to kill. Before entering the mines, explore around to kill Winter Wolves (500 GP for 1 pelt at the Nashkel store) until you meet Prism in the lower left part of the map (not the corner). Accept to protect him but watch out for Greywolf. He can be a fierce opponent for a low-level party, but his long sword +2 is really worth it and you won’t regret it. Once you’ve cleared some monsters on the map, you’re ready for the mines. Talk to Emerson. He might tell you that he doesn’t need any help, but you can enter anyway. Inside, Miner Dink will tell you to bring back Kylee’s dagger to him on the second level. Nothing will really bother you on level 1 and 2. As soon as you enter level 3, you’ll find Joseph’s Greenstone ring. Watch out for traps and some giant spiders in one of the caves. The exit from the third level is heavily trapped, so you should use your thief’s find/disarm traps ability. On the fourth level, the only think to worry about is the kobold commando. On the final level, when Mulahey attacks you, concentrate on killing him first since the other monsters are easy after. To keep the other monsters from attacking you, entangle them with your priest. After you kill him, take his stuff, loot his chest and let Xan join up with you. NPC Note: I consider Xan as a very good mage. He doesn’t have Invocation/Evocation, which greatly disadvantages him. In the late game, you’ll have many wands of fire, and you won’t have the need to cast fireballs all the time. He is a Lawful Neutral Enchanter and his ability the Moonblade, an amazing sword that only he can use. In my Chaotic Good Fighter/Thief game, I kept him until the end, and never regretted it.

Quests to do:

- Kill Dynaheir the Invoker (Edwin)

- Save Dynaheir from the Gnoll Stronghold (Minsc)

- Show proof that you killed Prism (Oublek) You should sell the emeralds instead

- Bring captain Brage’s dead body (Oublek) You should bring him to Nalin iustead

- Bring captain Brage to Nalin, in the Helm Temple (Nalin)

- Find news about Joseph (Commoner)

- Investigate the mines (Berrun Ghastkill)

- Turn Branwen back to flesh (Zeke)

- Save Bentha from Zordral (Bentha)

- Kill Greywolf (Prism)

- Bring Kylee his dagger (Miner Dink)

Chapter 3: Bandit Raids

One of the hardest maps for your level

Take the exit on the third level. When you rest, you’ll probably get your first special ability depending on your reputation. At the North of the exit, you’ll meet 4 assassins. You’ll have a lot of trouble with them (I did anyway), so save before attacking them! They’ll give you some nice items. Move on to the south where a thief named Hentold will scream for help and ask you to bring his dagger back to a revenant in the cave at the East. Do so but kill the revenant and refuse to give him the dagger. Not only you’ll get to keep the dagger, but the monster is also worth 3000 xp. Further at the East, you’ll see the crazy man, Narcillicus Harwilliger Neen, who experiments on others. Kill him with your bowmen and KEEP AWAY FROM THE JELLIES! Fight them 1 by 1, and ONLY after you killed Narcillicus! Continuing east, is yet another cave, which has a wand that is crucial in the game: The Wand of Monster Summoning. It’s guarded by a bunch of ghasts, who might bruise you up a little, but the reward is worth it. Go back to Nashkel and get your reward from Berrun Ghastkill. Next to the inn, you’ll meet Nimbul, another killer. If he misses his mirror image, he’ll be pathetic. If you killed some winter wolves, give the pelts to the storekeep, along with the emeralds you got from Prism and the items you won’t need.

Getting ready for the Gnoll stronghold

Go to Beregost to buy some real items from the smith and Feldepost’s Inn. In front of the thundersmithy, the old man you met on the road to the Friendly Arm Inn will reveal to be Elminster, the greatest wizard to have ever walked the realms. He will tell you he knew Gorion and that the bandits have a habit to go in the southeast. A girl named Chloe will also talk to you and tell you how heroic you are and that you should go to The Jovial Juggler to speak with Vai, a Flaming Fist officer. She’ll give you a nice deal: 100 GP for each bandit scalp you bring her. Don’t forget to go back to Mirianne and give her the letter you got from the ogrillons.

Some details about the Bandit Camp…

Upstairs in Feldepost’s Inn, the mage who turned Branwen to stone, Tranzig reveals to be in fact a messenger from Tazok to Mulahey. If you push him a little, he’ll reveal the location of the Bandit Camp and who Tazok is exactly. Of course, you don’t want to let him go and it’s much more advantageous to kill him and loot his stuff. At the West, is High Hedge, the home of the famous Thalantyr the Conjurer. If you follow the road, you’ll meet Kivan. NPC Note: Kivan is one of the best Ranger you could have. He is a great bow man, has a good strength, and a fine constitution. He is a Chaotic Good Elf and with a party of that kind of alignment, keeping him for a long time isn’t an unwise decision. Kill a bunch of Gnolls and one of them had Perdue’s Short Sword. Entered High Hedge and go fast to speak to Thalantyr before the Flesh Golems attack you. He’s the only one selling Arch-Magi’s robes (Good and Neutral) and has some useful spells for medium-level parties. To the Gnoll Stronghold! 

A nice XP map


Go back to Nashkel, where you have to go to the map at its south. A little kid named Albert is looking for his doggy and needs help. Who could refuse? A bit higher is hidden a scroll of Chromatic Orb and CloudKill (5th level spell). As you search for Rufie (which is in the higher right part of the map), you’ll meet a group of Amnish nobles who state you are berserkers. A great occasion to beat the hell out of them. One of them carries a Leather Armor +2, so if you’re a Druid, this will be something you’ll keep until the end. Once you find Rufie, bring him back to the little kid. You really don’t want to know where they went… On this map, you’ll meet some winter wolves (more GP!) and 2 bandits: Vax and Zal (the fastest dart thrower in the west). Kill them and take Zal’s nice Bracers of Archery.

Forest savior

On to the next map, a Dryad of the Cloudpeaks will speak to you and beg you to save her tree. Accept and kill the two weirdoes. One of them carries a Girdle of Bluntness. The Dryad will thank you and give you an antidote, 1 reputation point and some experience. Drienne will ask you to find her cat, which lies in the waterfall. Bring it back to her and move North where you’ll meet a Gnoll champion who wishes to challenge you. When you defeat him, move on to the next map with the Xvart encampment.

Xvart encampment

There’s not much to say about this map… You destroy the Xvart encampment, and kill Borda since his items are cursed. There’s a cave to the northeast, which you might want to explore.

Murdering Drizzt

Here’s where you’ll suffer a major reputation loss. Luckily, it’s really worth it. Go to the North just after the map you’re on right now. Move on higher where you will meet the legendary Ranger: Drizzt Do’Urden. Wait for him to kill all the Gnolls and summon all the monsters you can with your wand of monster summoning. It might take a couple of times to succeed, but you get the Scimitar +5 Defender (only usable by good aligned characters), Scimitar +3 Frostbrand and Mithril Chain Mail +4. I remarked Fighter/Thieves could still use their thief abilities while wearing the chain mail, which makes it one of the best armors, you’ll find through the game. If you’re a really big Drizzt fan or are good and really insist on following your alignment, don’t kill him (you really should though). In the middle left, 3 bandits (really easy) will ask you for all your money. Kill them.

Last map before the stronghold…

Go back to the Xvart map and move west, the last map before the famed stronghold… In the North-East part of the map, a bandit will attack you with the help of his Hobgoblins, if you cross the higher bridge, you’ll meet a bunch of ogres and much further, a paladin named Laurel is attacked by gibberlings, which you of course kill. On the right of the lower bridge, Jared screams in panic and points that he would give you anything if you save him from the evil bear on the other side. Kill him and you’ll receive the Boots of the North from Jared (with a high charisma).

The Gnoll stronghold and Dynaheir

To the south is finally The Gnoll Stronghold. 2 ogres will greet you and ask you for money… or death. Kill them and you’ll get the Gauntlets of Dexterity. Just clear the whole place of Gnolls and you’ll meet Dynaheir. NPC Note: Dynaheir is an invoker: the worse type of mage. She is the sworn companion of Minsc, the ranger and they have to be together. She is nothing compared to Edwin and she’s Lawful Good. You can get better mages than this… I’ve noticed that if you take her in your party and go get Edwin after, you’ll get to keep them both… until they fight (I think it’s every 20 days or so). Go back to the bridge and take the lower passage. Explore around and kill Xvarts and Gnolls. At a certain point, there will be a cave full with Xvarts and a carrion crawler. The other one has some more Xvarts and something pretty good: A tome of leadership and influence (+1 charisma permanently). It’s all over.

Samuel and Gellana Mirrorshade

You’ll probably need to go back to Nashkel to reload and to increase your reputation because of Drizzt’s murder. Head east of the mines to finish off things around there and to get the hidden Ring of Fire Resistance. You’ll meet 2 important people: Hafiz bin Watat, the dwarven astrologer, scientist and mage at the north-west. Be nice to him and he’ll give you a Protection from Magic scroll. Finally, you’ll meet a woman named Lena, who asks you to bring Samuel to Gellana Mirrorshade in the Friendly Arm Inn. You don’t really have anything else to do, so go there! Give her Samuel’s body and she’ll reward you with experience and reputation. You might meet a Flaming Fist officer tha will ask who you’re carrying. Don’t tell him it’s Samuel, the reward Gellana gives you is much bigger than the one the Flaming Fist officer gives you.

Putting an end to Bassilus’ madness

If you have a couple of bandit scalps, you should go sell them at The Jovial Juggler in Beregost. Equip yourself and go kill the madman Basillus. Head south of High Hedge. On the higher part of the map you’ll meet someone very unusual: Melicamp the talking chicken. He’ll beg you for help and ask you to bring him to Talanthyr the Conjurer. Of course you’ll accept! On the lower right part of the map stands Bassilus, talking to his family… As soon as you reach him, he is stunned and believes you’re his father. Let him think you really are his father and he’ll destroy all his undead, leaving only him to kill, which isn’t too much of a challenge. Towards the middle of the map is a band of hobgoblin bandits (1 of them carrying a Short Sword +2) to kill. Go to High Hedge and bring Melicamp to Thalantyr. Get a skull from a skeleton around his castle and come back. He’ll cast an Anti-chickenator spell on Melicamp and the results are varied: he might be brought back as a normal human or… die, which means no reward.

“Saving” Shoal the Nereid and Mad Arcand the gnome

Head west to the first Sword Coast map. In the upper middle, Shoal the Nereid pleads for help and kisses the character you talked to her with. The kiss actually kills you, so send someone you don’t need that much in this situation. She’ll attack you and then ask to be freed from Ogre-Mage Droth. She’ll raise the character that died and then the ogre will come. Kill him and get the nice Helmet of Defense. She thanks you and leaves (I wonder if she really is freed, or if she’s playing with you). In the middle awaits a huge group of ogres, half-ogres and ogrillons. They’ll bruise you up a little. Luckily, you’ll meet a doctor named The Surgeon who will heal everyone for free. If you ask him for information, he’ll tell you about his evil brother, Daveorn. You’ll find out who he is during chapter 4. If you go west, Mad Arcand will ask you to get his ring (which is a ring of folly) from the abandoned ship, guarded by carrion crawlers. I like his cool “Happy I am, yes I am” phrase. =)

Safana and her mysterious treasure

On to the next map, which will prove to be much more difficult because of the sirines’ Dire Charm. If you use protection from evil, you become immune to the spell! Move on south. Close to the middle, a bit to the east, you’ll meet Safana. NPC Note: Safana is a Chaotic Neutral Human Thief. In one of my previous games, I kept her until the end, and she proved to be most useful. She has great stats (except maybe for strength) and she’ll also tell you about a secret treasure, which you’ll find, on the western part of the map. If you take too much time to do this, she’ll leave your party. In one of my games, at this point, Imoen reached level 6 and I dual-classed her to Conjurer. When she reaches level 6, you should do the same. I fought really many sirines (which where a real challenge), entered the flesh golem cave and killed them all. I remarked that when you try to rest, flesh Golems usually attack you (2000 xp apiece, a really cheap trick if you do on purpose to rest in the cave really often). You finally get that manual of bodily health (+1 constitution permanently). At the south, you’ll meet Ardrouine, a woman who wants you to clear the lighthouse at the southwest to save her son. Do so, and move on south.

The archaelogical dig and Brage

You’ll stumble upon an archaeologist named Charleston Nib, who will ask you to protect his grave. Accept and a digger will ask you to betray Charleston Nib. Decline and enter the cave. Inside, the diggers will go crazy, driven by an ancient power. The archaeologist will reward you and you’ll have 2 choices: to take the idol from the tomb and face Doomsayer, a very powerful opponent worth 4000 xp, who can only be hit by magical weapons and spells, or just leave and let the idol there (you can come back later though). A bit further to the east, you’ll find a wrecked caravan and the captain of the Nashkel guards, Brage. He’ll talk to you and ask you to solve his riddle. The answer is death. He’ll be then brought to Nalin, at the temple of Helm. You’ll get his Two-Handed sword +3 Cursed Berserking, which is obviously the reason of his family’s murder.

Finishing some things off…

Time to finish off some things before heading for the Bandit Camp. Go northeast of Nashkel and save Ulrik’s cow against the Xvarts. He’ll give you some reputation. In the middle left, some half-ogre bandits will attack you.

In the middle right, a group of ogre berserkers will attack you this time, and to the northeast, a fighter named Sarhedra will reward you with xp for killing them.

Ulcaster school

North is the Ulcaster ruins. You might meet a petty thief who will ask you to buy a gem of true seeing from him. Don’t, it’s a fake. In the ruins, you’ll meet the ghost of Ulcaster himself. He points a simple restored book would bolster his hope. Enter the ruins and prepare yourself for many traps and wolves. There are also some vampiric wolves, which can only be hit with magical weapons or spells, so watch out. There are many trapped chests and even piles of bodies. Bring Ulcaster his book back and move on to the east, to Gullykin.

Kobolds in Gullykin

The mayor, Gandolar Luckyfoot will tell you about kobolds plaguing his town. Downstairs, in the house at his left, Jenkal will reveal that he’s the one who’s been letting the kobolds in. Kill him and take the secret door. As soon as you enter, an Ogre-Mage attacks you. Watch out for Lendarn, he isn’t a simple opponent. Once you kill them, along with the kobolds and ogrillons, explore the whole area until you meet a skeleton knight. Kill him and take his armor. A bit further, a group of 6 ghosts will ask you for the armor. Leave the same way you got out and get your reward from the mayor. On the south of the map, awaits another group of assassins! After they’re all dead, continue south to Firewine Bridge.

Firewine Bridge

You’ll probably fight a lot of undead and kobolds while crossing the bridge. A bard named Poe will reveal you the story of fallen warriors. On the northern side, ask Carsa to give the jar so the ogre-mage Kahrk. On the higher right, you’ll meet the greatest swordsman of the coast. Insult him and get his the gauntlets of weapon expertise.

Shar-Teel

Go north of Gullykin, but don’t forget to buy some stone to flesh scrolls before facing the basilisks. In the middle, there will be some greater basilisks and lesser basilisks. In the upper middle, you’ll meet a group of adventurers who can be quite a challenge. Kick their ass and take their nice stuff. =) A bit more to the north, you’ll meet a stoned warrior named Tamah, who you should turn back to flesh. She will thank you. A bit to the west, you have the chance to add a great force to your party – but for a price. NPC Note: Shar-Teel is a human chaotic evil fighter. To have her join your party, you must knock her down to less than 10 life with a male fighter. If you lose, you will owe her 10 GP. She makes a great addition to your party, and in some later situations, will help you in other ways too. To the south, Korax the ghoul will join you but will become hostile once you leave the map. East of Tamah, Mutamin the insane gnome will have his basilisks help him complete his beautiful stone garden (full with statues), by turning you to stone too. The greater basilisk can be some pain, but you’ll have some serious XP after completing this.

The Red Wizards of Thay

You’re almost there… There are only 3 more maps to go before entering the bandit camp. North of the basilisk map, you’ll meet the Red Wizards close to the middle. Since Edwin is a Red Wizard, they won’t attack you. Move on west to Larswood. In the northeast part of the map, a druid named Osmadi will state you are members of the Chill and attack you. After he’s dead, talk to Corsone. If you annoy him, he’ll admit he’s a Shadow Druid and that he poisoned Osmadi and attack you. Other than that, you’ll just meet more bandits. Finally, move north to Peldvale. In the northwest part of the map, Viconia will reach you, and asking for help. NPC Note: Viconia is a Neutral Evil Drow Elf. You have to kill a Flaming Fist who pursues her, or else, she’ll attack you. Once she joins your party, you lose some reputation, since drows aren’t well seen by people. She has a 50% magic resistance, and a great dexterity, which results in a really good armor class. She is my favorite cleric and I keep her most games. If you meet bandits, don’t ask to join them, just kill them and get more scalps.

The Bandit Camp

Finally, move north, to the bandit camp. You’ll meet Ardenor Crush, the leader of the Chill, along with Taugosz Khosann, the leader of the Black Talons. He wears a Full Plate Mail Armor, which can be quite useful. In the chests, you’ll usually find arrows, potions or scrolls. Finally, save before entering Tazok’s tent. Inside, you’ll face his guards (who aren’t too difficult if you played well until here). Watch out, the chest next to Ender Sai is trapped with a lightning bolt. Once you read the scrolls, you’ll enter chapter 4.

Quests to do:

- Go in the cave to the right to kill the revenant (Hentold)

- Bring Samuel to Gellana in the Friendly Arm Inn (Lena)

- Find Albert’s dog (Albert)

- Find the dead cat (Drienne)

- Save the ancient oak (Dryad of the Cloudpeaks)

- Kill the mountain bear (Jared)
– Kill the gibberlings (Laurel)

- Take Melicamp the chicken to Thalantyr at High Hedge (Melicamp)

- Kill Ogre-Mage Droth (Shoal)
– Bring back his ring of folly (Mad Arcand)
– Make the lighthouse safe to save her son (Ardrouine)

- Find the treasure in the cave (Safana)
– Guard the dig from bandits (Charleston Nib)

- Save his cow from the Xvarts (Ulrik)

- Bring Ulcaster a book from the school’s ruins (Ulcaster)

- Investigate the kobold problem in Firewine Bridge (Gandolar Luckyfoot)

- Turn her back to flesh (Tamah)

- Get Fahrington his scroll back (Fahrington) 

- Eliminate the bandits (Officer Vai)

- Save her from the Flaming Fist officer (Viconia)

Chapter 4: Cloakwood Forest

Cloakwood forest

West of the Friendly Arm Inn stands the first Cloakwood mines map. In the lower east corner, bunches of Tasloi have Gurke’s cloak (remember the dwarf grieving for his cloak of non-detection in the jovial juggler inn?). If you give it to him, he’ll tell you to keep it. In the middle of the map, you’ll meet a noble named Aldeth Sashentar, a noble who wishes to be protected from a group of savages. Agree to help him and kill all the druids. Later in the game, Aldeth will be involved in a much bigger and more important quest, which isn’t the case if you kill him. As soon as he leaves, he mentions The Baldur’s Gate merchant league, to give you an idea… On the way north, while crossing the bridge, Coran will offer to join you. NPC Note: Another godly NPC. Coran is a Chaotic Good Elven Fighter/Thief (just like me =). He has an exceptional 20 dexterity and has 3 points spent in bow proficiencies (which you can’t have with a fighter/thief). There are 2 disadvantages: His strength is pretty low, which is compensated by the Hands of Takkok, a pair of gauntlets you’ll find later in the game and the fact he’ll leave you after a while if you don’t bring a wyvern head to Kelddath Orlmyr, in the temple of Beregost.

Spider extermination

Go on to the next map. As soon as you cross the river, a man named Tiber will tell you about his lost brother, who wished to clear the spiders of the forest with the legendary sword: Spider’s Bane. Watch out for the web traps, as there are really many of them. A high find/disarm traps would help… On the western part of the map, inside her lair, you’ll find Centeol living with her spiders, cursed by the Arch-Mage Jon Icarus. The only way inside is brute force. After you annihilate the entire sword, huge and wraith spiders, take your prize: Spider’s Bane. Bring Chelak’s body to Tiber, as he’ll tell you to keep the sword for yourself. The rest of the map is filled with spiders and ettercaps.

The Shadow Druids’ Lair

Once you’re ready, go on to the north, to the repair of the Shadow Druids. In the southern part, you’ll meet a Bard named Eldoth Kron. He makes you a proposal to save a girl named Skie from her father, Entar Silvershield’s estate. If you have Eldoth and Shar-Teel in your party, they will have a little fight between themselves after a while, which results in Eldoth taking his leave… NPC Note: Eldoth is a neutral evil bard. His charisma is medium (it should be better as he is a bard), and fine requisites of all the others, except for his dexterity, which should be better for his class. The problem is with bards in general. You can’t really say they’re good… His special ability is Create Poisoned Arrows (once a day, 5 arrows that only he can use). It’s weird, he’s not even specialized in bows, why would he be able to make poisoned arrows? You’ll meet some bears on the way, but other than that, there’s no trouble. When you cross the bridge to the east, a druid will come to you. Tell him you’re an enemy of The Iron Throne and he’ll give you a potion of invulnerability. If Jaheira is in your party, he’ll attack you right away. To the left, a shadow druid will greet you and ask you to accept Faldorn’s help. Next to the symbol stands Faldorn. NPC Note: She is a True Neutral Druid who I find pretty useful. She can reach level 8 and can summon a dread wolf once a day. I still prefer Jaheira, as her stats are a bit better. In a cave towards the middle, a Druid will approach you and tell you a man dares defile the majesty of nature by taking control of Baby Wyverns. When you enter his cave, you’ll find Peter of the North, who will attack you. Strange though, the druid won’t give you anything for killing him… After this is done, you’re ready for the Wyvern cave map.

Wyvern hunting


To the east, you will mostly find Baby Wyverns, but something which can be more of a threat: The Hamadryad, which can be a fierce, but not rewarding opponent. Watch out for her dimension doors and especially her dire charms. After you clear most things on the map, go inside the Wyvern cave at the east. After you’ve disposed of them (I like using fireball for this one), take the wand of fear from the body next to the skeletons.

The mines

Finally, the Cloakwood mines. Once you cross the bridge, guards will attack you. They’re really easy, but watch out for the next one: Another group of assassin waits for you, although the battle is especially rewarding. Attract them 1 by 1, this way they’ll be really easy. The first warrior carries the boots of speed and the other Fallorain’s Plate (plate mail +1). Hide in the shadows with your thief or thieves and backstab each mage after their mirror image goes off. Use the boots of speed to run away to hide and come back. After all this is done, you should go back to Beregost for a huge reload. Usually, Wyverns and spiders waylay me, which can only cause you trouble if they poison you. With more bad luck, come ettercaps, and finally, you’ll reach Beregost with no other troubles. Give the cloak of Non-Detection to Gurke in the Jovial Juggler. He’ll tell you to keep it (it’s really useful). You can sell Wyvern heads to Officer Vai for 1000 GP each. But you’ll need a scalp, so she actually talks to you. If you don’t, go to the bandit camp to get one! You’re ready for the mines.

Mine levels 1&2

Once you enter the house next to the assassin’s dead bodies, a bandit will come in panic, and he’ll tell you where the mine entrance is. Follow his indications (move east) and enter the mines. On the first level, there’s only one interesting thing you’ll find: A miner tells you that if you get the key to the river plug from Daveorn, you could flood the whole thing and make it unusable. This is just what you were looking for… He tells you to talk to Rill and Yeslick, who’ll give you more information. On the second floor, you’ll just find more guards. At the end of the long corridor going right, there’s a secret door. Behind it, there’s another corridor with a couple of ghasts and at the end, you’ll find Rill and Yeslick. Rill tells you that the miners will leave if you pay him 100 GP. Do so and speak to Yeslick, who is willing to join you. NPC Note: Yeslick is dwarven Fighter/Cleric with a great constitution, a fine strength, but a low dexterity, like most dwarves. In the expansion set, he can reach a very acceptable level (Fighter level 7, Cleric level 7). Other than that, he has the same wisdom almost all priests have, but a pretty high armor class. Viconia is better though, in my opinion, since she has a great armor class bonus because of her high dexterity. Branwen is also really good…

Daveorn

In the next room (if you took the secret passage), you’ll find a large group of guards, along with a mage. A great area to FireBall! Watch out, the mage will respond, so be ready to keep casting FireBall. If you have Xan, use a wand of fire, as FireBall isn’t a spell he can learn. As soon as you enter the next level, a group of Hobgoblins and guards attack you. Watch out, the hobgoblins have poisoned arrows, so you should go in close combat with them. You’ll find some useful scrolls and items through the map, along with another mage named Natasha. Backstabbing her is a good solution. In another room, you’ll find an Ogre-Mage, who shouldn’t be any trouble. Once you sacked everything, it’s time to get Davaeorn, who carries some serious stuff on him. A guard “greets” you at the entrance. Davaeorn isn’t too hard, but his good friends are. Before facing him, he’ll send 2 Battle Horrors against you. They’re worth 4000 XP each, so it’s a good idea to kill them. Remember that only magical weapons (like Drizzt’s Scimitar) hit them. Finally comes Davaeorn. He talks a bit and attacks you. Until he wasts all his Dimension Doors on you, he won’t do any offensive spells. With the boots of speed on your fighter, Davaeorn won’t be able to reply back. After it’s all over, Davaeorn’s student speaks to you and tells you he doesn’t know anything. Just leave him alone, he’s pathetic =). Down the hall, is a welcoming Mustard Jelly. Luckily, next to it is a chest with some scrolls, one of them being one of my favorite spells: Melf’s Acid Arrow. After you sacked all the bookshelves, chests and other stuff, take the mine master’s personal elevator, which transports you back to the first level. Talk to the miner who floods the mine, and chapter 4’s already over.

Quests to do:
- Protect him from the wild Druids (Aldeth Sashentar)

- Bring a wyvern head to the Beregost temple (Coran)

- Find Chelak’s dead body (Tiber)

- Save Skie from Silvershield Estate (Eldoth)

- Investigate the Cloakwood mines (Faldorn)
- Flood the mines and save the slaves (Miner)
Chapter 5: Baldur’s Gate

Ankheg hunt

Ah finally, my favorite part. Unfortunately, you won’t get to savor the city yet, as there’s one more thing to do… Go north of the Friendly Arm Inn, on the “Ankheg Farm”. On the western road, you’ll meet Ajantis the paladin. He tells you to join up with him against the bandits (who are already dead). NPC Note: Ajantis is really good. His strength is good, he’s specialized in good types of weapons, his constitution’s good too. Like Kagain, he has a lack of dexterity. He indeed makes a great addition to your party, and I usually take him in chapter 1 (as mentioned before) with a good or neutral party. More to the left, a group of farmers asks for help. They tell you about how the Water Goddess refuses to let them fish. If you push them a little, they’ll reward you with more money. They tell you of an evil witch named Tenya who lives to the North. Explore around, and at the right, a farmer named Brun asks you to find his lost son. In the middle of the map, there’s a huge hole (obviously a cave full with the surrounding animals, Ankhegs). Not much to say about this, except that there are a lot of Ankhegs down there. You’ll also find Brun’s son (who’s dead). Bring Brun his son back and then give him some money. Just don’t let him think it’s charity. If you follow the road, Gerde the ranger will tell you about the Ankheg hunting season. She gives you a HUGE 75 GP for a shell you bring her. Don’t forget that the Beregost blacksmith will give you money and forge the shell into an Ankheg armor.

Wyrm’s Crossing

In the upper right corner of the northern map, Tenya lives in her shack. She’ll attack you if you talk to her too many times. Watch out, you might kill her before she talks to you. Once she does, she’ll tell you the other side of the story. So the farmers were the nasty ones… Go back to them and take the Bowl of Water Elemental Control (by force). Tenya tells you the reward will come with time… There’s one last thing. Before entering the city, move north and save the farmer from the zombies. In his house, he has a Cloak of Protection +1. After all this is done, come back to the map, where you’ll meet Scar, the second in command of the Flaming Fist. He’ll ask you to investigate the Seven Suns. There are many more quests to do in the city, so this is one of the last you’ll be doing. Quayle the very charismatic (yeah right!) cleric/illusionist asks you which direction you’re going. Obviously, it doesn’t really matter what you answer, as he wants to join up with you. He’s just a sick braniac. NPC Note: Quayle is a Chaotic Neutral Gnome Cleric/Illusionist. He’s really not charismatic (6), neither too wise (10 wisdom). Such a low wisdom actually makes him miss 15% of his priest spells. Without the expansion, he can’t use fourth level spells. His special ability (invisibility) is useful, but he isn’t worth the effort (his voice is cool though =). Now you’re ready for the big thing.

Entrance to the city

Once again Elminster greets you and you might hear him telling you something about your dark origins. You’ll find out later… On the complete west of town, there’s a huge sphere. It’s Sorcerous Sundries, the best store of all. It has for sale some really good scrolls and he buys/sells/identifies anything. Upstairs, a group of mages, will attack you, stating you are really bothering them. Left of the store, a thief named Niklos will tell you the password to the Thieves’ Guild: fafhrd. He’ll lead the way and inside, you’ll find Alatos Thuibuld, the leader of the guild. He’ll ask you to steal the components of a Halruaan skyship. Accept, it’s a great chance to make money. Another thief named Narlen Darkwalk will ask you to participate in a gold robbery, asking you to go talk to him at night with a thief in front of the Splurging Sturgeon Inn. In the middle of the map, lies the Elfsong tavern. A gnome named Brevlik will ask you to steal a telescope from the Hall of Wonders. If you insist a little, he’ll add a Wand of Lightning to the deal. Once you agreed to this, go to the house, right under the inn. Inside, a necromancer named Arkion will ask you to bring him a corpse from the sewers. Pickpocket his necklace, and keep it for a further quest.

As it gets more complicated with quests in Baldur’s Gate, check this list when you need to remember the quest you should have done on this map.

Stuff to do:

- Steal components of a skyship (Alatos Thuibuld)

- Help him to attempt a gold robbery (Narlen Darkwalk)

- Steal the telescope from the Hall of Wonders (Brevlik)

- Bring him a body from the sewers (Arkion)
Becoming a known figure through town

As soon as you enter the map at the North, 2 Iron Throne agents, Marek and Lothander tell you to stop messing with the Iron Throne’s business. In the first house at the right, a brutal guard named Jacil will tell you to go away. Kill him and his blink dogs. Other than that, there isn’t anything else to do in this place. In the first house at the right of the map south of the entrance, you’ll find Nemphre the Necromancer, counterpart of Arkion. She asks you to get a necklace from him. If you pickpocketed it earlier, you’ll just need to give it right away. In a house in the middle, you’ll interrupt two thieves who are in the middle of their heist. Just attack them. In a house at the left, Nadarin will tell you to clear the Greater Basilisk in his storehouse.

Stuff to do:
- Get the necklace from Arkion (Nemphre)

- Kill the two thieves in one of the houses

- Clear the basilisk in the storehouse on the dock (Nadarin)
The low lantern and the docks

Continue west to the dock map. Ghorak, Kereph’s brother, inhabits the first house on the lower part of the map. He asks you to get his brother’s skull, which you’ll find behind a painting at the Three Old Kegs Inn and bring it to Lady Agnasia at Lady Luck’s Hall. Enter the low lantern ship. On the second floor, Desreta and her friend Vay-Ya offer their “pleasures”. Gladly accept, and they’ll attack you. Desreta carries the gauntlets of Ogre Power (18/00 strength). On the third floor, kill Yago and keep his book of curses for a quest to come. Explore all the houses close to the dock. In one of them, Noralee will ask you to bring her back her gauntlets of weapon skill. In another storehouse, you’ll find the Greater Basilisk Nadarin was talking about. Nothing else to do but to kill him. In the middle of the map, in a locked house, there are many friendly ogre-mages (5 or 6) that tell you there’s a high bounty on your head. Next to the WaterQueen’s house (south of the ogres), are Noralee’s gauntlets in a chest. You have nothing to say to the Bitch Queen’s priestesses, so leave. Also, at the right of the Iron Throne tower, Entillis will talk to you and explain Khalid and Jaheira are harpers (if you still have them), and if you have an extremely low reputation, he’ll actually attack you!

Stuff to do:

- Kill Yago

- Get Kereph’s Skull and bring it to the Lady’s Hall (Ghorak)

- Find her Gauntlets (Noralee)

- Clear the house with ogre-mages

Merchant problems

Go to the complete southwest of Baldur’s Gate. In front of the merchant league, you’ll meet Aldeth Sashentar again (if you listened to me and didn’t kill him in Cloakwood forest). Yet again, he needs your help with a problem of greater importance. His business partners are acting really weird and he wants you to investigate on that. On the third floor, you’ll find a good hint: there’s a large group of dopplegangers to kill. In the right part of the second floor, you’ll find Zorl’s desk, with all his documents proving his true identity. You can trust Brandilar, as he’s not a doppleganger. After all of them are dead, collect your reward: a lot of XP, and the Bastard Sword +1, +3 vs. Shapeshifters. Inside a house, in the lower left corner of the map, you’ll find Sunin’s house. He warns you you’ve entered his territory, and that you’re not fighting anyone, you’re fighting “master mage Sunin”. Depending on what you answer, he’ll teleport his friends to help him… or not. More to the left is a regular inn, with one exception. An over-vigilant paladin checks if your party’s evil. If anyone in your party is, he’ll attack you and killing him means a big reputation loss, along with having all the people in the inn hostile to you. In one of the houses north of the merchant league, a bunch of thieves will ask you for all your money. Of course you massacre them! In a tavern, more to the north, there are a couple of slimes that attack you.

Stuff to do:

- Save the Merchant League from the Shapeshifters (if you sided with Aldeth against the druids in Cloakwood) (Aldeth Sashentar)

- Get the Ring of Wizardry from Sunin
Poisoned by the Iron Throne…

Move north of the harbor map. If you killed Aldeth Sashentar in Cloakwood forest, his brother will show up and attack you. The only good part is that he has a heavy crossbow of accuracy, a good weapon, especially for characters specialized in missile weapons like Montaron. You’ll meet Lothander again and he’ll tell you about his trouble with the Iron Throne and how Marek poisoned you. Go to the diviner’s tent and he’ll tell you to go to the Water Queen’s House. Once you go there, pay to see the head priestess, who’ll tell you to go to the Lady’s Hall, left of the market map, and beg for a book of wisdom. Bring it back to her and she’ll help you cure Lothander’s geas. Of course, you don’t want her to keep the book and you’ll be forced to kill her. Don’t worry – there’s no reputation loss for this. But make sure you talked to Tenya and got the child’s body. Go back to Lothander at the Blade & Stars Inn, south of the entrance map, who’ll give you the first part of the antidote and tell you to find Marek in the Blushing Mermaid Inn. Go to him, on the left side of the upper right map on the second floor. He’ll attack you, but carries a really good item: The Eagle Bow. Back to the market map, you’ll need to enter Oberan’s Estate, the pink house on the upper right part of the map. On the last floor, you’ll need to murder Shandalar’s daughters. Watch out not to kill the servant, or you’ll get a huge reputation loss. In the chest, you’ll find the plans for the Halruaan skyship, which you have to bring to Alatos Thuibuild. In a locked house to the right, Euric’s mother will ask you to give her son her amulet of protection +1. Her son is in the lower right corner of the lower right map in Baldur’s Gate, in a well hidden tavern.

Stuff to do:

- Cure his Geas and get the cure from Marek (Lothander)

- Give the Amulet of Protection +1 to Euric (Nadine)

Getting the telecospe

West of the map, you’ll find the Hall of Wonders, the greatest museum of Baldur’s Gate. The structure is really big, so you won’t miss it! If it’s nighttime, you’ll find a halfling named Alora who’ll ask you if you want to guard her while she steals. Talk to her a few more times and she’ll want to join you. NPC Note: Alora is a Chaotic Good halfling thief. Her dexterity is exceptional, but her strength is horrible! The constitution should’ve been better, the wisdom is really low and the charisma is medium. She isn’t a bad thief, though I prefer Imoen because of her better HP. Overall, Alora is only useful because of her good dexterity. If you’re good and are really desperate for a thief, you’ll need to take her. This is your occasion of stealing the telescope for Brevlik. As soon as you open the box containing it, hide in shadows and run really fast.If you don’t make it without being caught, use a potion of invisibility instead. North of the hall, you’ll see the Lady’s House and an ex-merchant will approach you, telling you a little about the stores, explaining that some of his best merchant friends, whom he knows for a long time are acting really strange and it’s like if it would be someone else. If you did the Merchant League quest, you already know why: dopplegangers. Even higher, Varci Roaringhorn will ask you for help, as he guides you to his master’s house. Inside, you find Tremain Belde’ar who desperately needs to get his son back from the WaterQueen’s house. If you’ve helped Tenya in the bowl of water elemental control quest, Tenya will give you the body of Tremain’s son for free. Once you come back, he’ll raise his son and Varci will give you the Large Shield +1, +4 vs. Missile Weapons. One thing I remarked is that if I talk to Varci after speaking to Tremain, he leaves the house and never comes back! I’m not sure if this is a bug or anything, but in that case, you don’t get any reward at all. Left of the Lady’s House, you’ll find Ragefast’s home. Inside, the mage is speaking to his enslaved Nymph. Convince him to let her go by saying she wouldn’t be happy living with him forever. You’re done with this map!


Stuff to do:
- Free Abela the nymph

- Get the body of Tremain’s son back (Tremain Belde’ar)

Helm of Balduran

North of the map, you’ll find the Helm and Cloak Inn. As soon as you enter, you’ll be standing right in front of Degrodel’s mansion. You should be well prepared before entering, as his house is full with powerful warrior-like undead, such as Invisible Stalkers, Doom Guards and Helmed Horrors. After defeating them, Degrodel tells you about the fabled Helm of Balduran. Some time ago, a group of evil adventurers entered Ramazith’s tower and got petrified by the mage. What he didn’t know is that one of them, Vail, had in his possession the helm and cloak of Balduran. Ramazith sold their statues to a collector named Felonius Gist who keeps his statues to the right of the market in the middle of town. He gives you 6 stone to flesh scrolls so you can turn back to normal the adventurers and learn of the location of the helm, so you can bring it back to Degrodel for 5000 GP (which you really don’t want to do and the only reason you’re doing this quest is to get the XP from the petrified heroes, besides he offers you a lower price than Sorcerous Sundries does for the helm). Left of the mansion, you’ll find the helm, hidden behind a painting on the second floor (take the stairs in back of the innkeeper). Watch out, the painting is trapped with a fireball. Talk to Gorpel Hind and he’ll ask you about tales of great heroism. Tell him about the mines in Cloakwood. A group of psychos named the Maulers of the Undermountain come and whatever you do, they attack you. Kill them and take their items. Their party’s leader has the Battle Axe +2, a great weapon if you have Kagain in your party. Upper than Degrodel’s house, two twins named Louise and Laerta are scared of the “bogeyman”. An old mage named Gervisse will enter the house and ask you to attack the druid, Voltine, explaining she’s the one harassing the children. Speak to Voltine and she’ll tell you Gervisse is the evil one. How can you make sure? Kill them both! The twins will thank you and reward you with a spell you obviously have: protection from evil. Right of the house, Pheirkas the dwarf asks to get Algernon’s cloak (remember the fat guy in Feldepost’s Inn? you probably already picked his cloak). You’ll want to keep it. Finally, in the total north-west of the map stands Entar Silvershield’s Estate. If you have Eldoth in your party, he probably already pointed out you should go find Skie in the estate. After everything is done, move forward to the palace map.

Stuff to do:
- Get the Helm of Balduran and keep it!

- Clear Degrodel’s house

- Fight the Maulers of the Undermountain (Gorpel Hind)

- Get Algernon’s cloak (and kill him after) (Pheirkas)

- Make the “bogeyman” that scares them go away (Louise and Laerta)

- Save Skie (if you have Eldoth) (Eldoth)


Duchal palace map


As soon as you enter the map, follow the road down until you meet a little girl called Petrine. She says she really misses her cat and wants you to retrieve her cat’s ring. Enter her uncle’s house and upstairs you’ll find the angel skin ring in one of the chests. Bring it back to her and she’ll really thank you. In the house at the left, Rinnie will ask you to obtain a copy of “History of the Unicorn Run”. Come back to the place where you started on the map and follow the road leading east until you find the home just left of the Helm Temple. Inside, Drelik will attack you. After he’s dead, upstairs you’ll find “master” Jardak. He carries the Helm of Glory (+1 AC, +1 Cha.) who can be quite useful. Further, Ramazith will come speaking to you. He asks you take Abela the Nymph away from Ragefast and bring her to him. Of course you’ve already saved her, so what’s left to do? After Ramazith learns of your betrayal, he’ll defy you by asking you to reach the top of his tower. Through the numerous levels of his home, there are mustard jellies, hobgoblin elites, kobold commandos and ghasts (did I forget any?). At the top, Ramazith will be an easy kill and in one of the bookshelves, you’ll get the Tome of Clear Thought (+1 Intelligence). Don’t forget to pick up a copy of the book named “History of the Unicorn Run” for Rinnie. Continue down until the Three Old Kegs Inn. If you have any evil members in your party, Bellamy the halfling tells you to watch out, because a paladin named Phandalyn is on the look for you. You probably already met him, you don’t need to know this. On the second floor, right of the stairs, there’s the skull of Kereph hidden behind the painting (as Ghorak told you). On the third, a noblewoman will ask you for help concerning a certain blackmailer named Cyrdemac. She says she’ll give you 500 GP if you kill him. He stays at the Elfsong on the second floor. 

Stuff to do:
- Get the angel skin ring (Petrine)

- Get the helm of glory

- Stop Cyrdemac from blackmailing her (Noblewoman on third floor of Three Old Kegs Inn)

- Get a “History of the Unicorn Run” (Rinnie)

Guild robberies

After you’re done with him, come back to the map and then move to the north-eastern map of Baldur’s Gate (you have to come back so you reach the right side of the wall). If you already finished with the Lothander quest, you’ve already been here, if not, Larze the ogre waits for you at the entrance. He’s worth 3000 XP and isn’t too easy. Down of the Blusing Mermaid, a mage named Brielbara tells you about her child’s curse. If you have Coran in your party, you’ll see it’s quite the family reunion. If you already killed Yago, you just need to give her the book of curses right away (I hope you kept it!). If it’s night and you didn’t do the quest with Narlen Darkwalk, now’s the moment! When the Flaming Fist soldier shows up, scream “The jig’s up boys!” and run away to the guild so you can collect the reward. Yet again, he’ll ask you to participate into another robbery. He’ll ask you to meet him at the Blade & Stars Inn (south of the entrance map). He’ll show you where to meet him and this time it’s your turn to rob the stuff. Go upstairs and make the sound of a cat while you steal the rogue stone. Run away fast before the guy realizes. Again, meet at the guild and you’ll get your reward.

Stuff to do:
- Kill Larze the Ogre

- Get the book of curses from Yago and bring it back to her (Brielbara)

- Participate in the two robberies (Narlen Darkwalk)

Working for the Flaming Fist

You’re almost done with the quests in Baldur’s Gate! Go in the south-west quadrant of the city and enter the Seven Suns. Talk to the merchants at the entrance a lot of times until he gets really annoyed and reveals his true nature. Downstairs, you’ll find the owner of the Seven Suns, Jhasso, who’s been enslaved by the dopplegangers. Save him and go to the second floor to finish off the shapeshifters. After you’re done, talk to Scar in the Flaming Fist headquarters (north-west side of the map). He’ll reward you and tell you he needs your help yet again to safeguard the city. He tells you people have been disappearing for no reason and asks you to investigate the city sewers. Inside, a soldier named Fergus asks you to get an angel skin ring for his lady. If you have one on you, it’s a good moment to give it away. Go back to the entrance map and enter the sewers by the “door” at the left of Lucky Aello’s Discount Store. As soon as you’re inside, a group of carrion crawlers and an Ogre-Mage attack you. The ogre-mage explains the truth and after you kick their butt, don’t forget to keep the ring he carried on him. You’ve finished the quest, but you’ll probably want to explore the place some more. On the further maps, you’ll find bodies (keep one for Arkion) and meet Schlumpssa the sewer king, a once successful mage of Candlekeep, and Ratchild the kobold leader, who maintains he defeated harpers. Once you’re done, give the body to Arkion and talk to Scar again. Give him the ring you got from the ogre-mage and he’ll give you an extra reward. This time, he has some more serious things to tell you. He wants to meet with Duke Eltan, who in turn asks you to investigate the actions of the Iron Throne by entering their tower. The tower is located on the north-west part of the harbor map. If you don’t want any trouble with the guards, tell them you’re new recruits. On the fifth floor awaits the party of Zhalimir Bhalimov. Save before doing this: you might have trouble. After they’re dead, talk to Duke Eltan again and he’ll send you to Candlekeep, so you can meet with the real leaders of the Throne. And so ends chapter 5.

Stuff to do:
- Get an angel skin ring (Fergus)

- Investigate the Seven Suns (Scar)

- Investigate the sewers (Scar)

- Investigate the Iron Throne Tower (Duke Eltan)

Chapter 6: Back to Candlekeep

The secret library

Ah, home again! You wish that the circumstances were different, but the choice was not yours. The gate guard asks you for a tome worth 10000 GP, which Duke Eltan gave you. Give it to him and you can take the time to look around, meeting old friends of yours. Nothing really interesting around. All you can do is enter the library and browse the books. On the second level, Koveras (reverse of Sarevok) tells you to accept a ring that he calls “a gift Gorion told you to wear”. Even if you refuse it or you take it, the effect will be the same. On one of the higher floors, an old tutor of yours tells you to go in Gorion’s old room where you’ll find a letter. If you didn’t know this yet, you’ll find out Bhaal, the God of murder is your true father. Sarevok is another of Bhaal’s sons, perhaps the most dangerous, since he resembles his father most. On the fourth level (I think) you’ll meet the leaders of the Iron Throne. You can kill them if you want, you’ll be framed anyway. When you reach the final level, the gatewarden comes, telling you’ve been accused of the murder of the Iron Throne. Turn yourself in and wait for Ulraunt to come. He’ll emprison until you reach Baldur’s Gate. Luckily, the old man Tethoril has some good sense in him. He realized Koveras is Sarevok and teleports you to the Candlekeep secret library. BEWARE: The secret library is full with traps, so if you don’t have Find Traps 100%, you might have a lot of trouble! For the most part, just follow the corridors and don’t forget to disarm the traps on the tombs every time you find any. A trap not disarmed could be fatal. A most interesting thing down here is the Tome of Understanding (+1 wisdom) and the Manual of Gainful Exercise(+1 strength). When you’re done with the first level, take the door leading to the next part. Dreppin will reveal to be no more than a doppleganger. Arkanis and Deder will come and help you (don’t worry, they’re not shapeshifters). In the middle, there are simply a lot of skeletons and further you’ll find Elminster, Tethoril, and Gorion! They’re nothing more but dopplegangers, who must be killed. Clear the whole corridor and enter the caves. When you enter, don’t walk around too much, or you’ll be unprepared for the powerful party that awaits you. Throw fireballs at them and watch out for the spellcaster, he’s hasted. The only traps around are web traps (which is a sign spiders are around). In the middle of the map, you’ll have to watch out, as there are 2 greater basilisks that’ll petrify you if you’re not careful. Finally, when you reach the exit at the southwest, you’re done with the chapter. It’s really the shortest one!

Chapter 7: Deep family ties…

The end

At last, the end approaches. As soon as you come back, you’ll meet Tamoko and Delthyr who’ll tell you what’s really happening.  If the Flaming Fist catches you, let them imprison you. If you have Shar-Teel in your party, Angelo will let you go immediately, in the other case, you’ll have to speak with the criminal Neb. Answer him 33 and he’ll let you out. Go back inside the headquarters (without being seen this time) and go to Duke Eltan’s office. Next to the bed, Rhashad, his healer reveals to be a doppleganger. Kill him and bring Duke Eltan’s body to the harbormaster on the harbor map (obviously). Then, enter the Iron Throne tower again and kill Cythandria and her 2 ogres. Finally, go to the Blushing Mermaid tavern and enter the undercellars (the door is in back of the innkeeper) where you’ll meet Krysten and Slythe. Kill them and take their stuff (don’t forget the invitation). Also, speak to Quenash to get the cloak of Balduran. Don’t forget Vail is a blond Elf! Finally, go to the Duchal Palace and watch the nice dialog as it goes. The noblemen will transform into greater dopplegangers. DON’T LET BELT DIE! If you fail this, you’ll lose the game. After the battle is over and Sarevok is teleported away, speak to Belt and he’ll bring you to the Thieves’ Guild, where you’ll have to face the fearsome maze, full of Skeleton Warriors (probably the hardest thing to fight in the game), invisible stalkers, doom guards and jellies of all sorts. At the end of the maze, Winski Perorate explains Sarevok’s plans of conquest. Finally, you’ll fight one last party before entering the Temple of Bhaal for the final battle. What I did most of the time is use up my scrolls of cloudkill. Tazok will always attack you if provoked and he’s an easy target. Cast another cloudkill and watch Angelo and Semaj die. Finally, Sarevok alone is easy to kill when he’s occupied by animate dead. In all, Sarevok is much easier than many other enemies to kill are. Without monster summoning, Drizzt is much more powerful after all. That’s it! It’s all over.

Stuff to do:
- Kill Cythandria

- Kill Krysten and Slythe

- Save Duke Eltan

- Save Belt

- Kill Sarevok

The party

Here’s what my party looked like at the end of each game:

Lawful Evil Conjurer (First): Me, Shar-Teel, Kagain, Montaron, Viconia, Xzar.

Lawful Evil Conjurer (Second): Me, Shar-Teel, Viconia, Montaron, Edwin, Coran.

Chaotic Good Conjurer: Me, Coran, Kivan, Khalid, Yeslick, Alora

True Neutral Druid: Me, Shar-Teel, Imoen, Coran, Kivan, Edwin.

Chaotic Neutral Bard: Me, Kivan, Viconia, Edwin, Shar-Teel, Alora.

Chaotic Good Fighter/Thief: Me, Kivan, Coran, Yeslick, Imoen, Edwin.

Chaotic Good Ranger (best game yet): Me, Coran, Imoen, Edwin, Viconia, Dynaheir.

Final word…

Send me your comments about this walkthrough at cosmin@jump.com and tell me if you liked it, if you think it really sucked, if you have any questions or want to tell me something I forgot. Stay tuned for my Tales of the Sword Coast Walkthrough. Also, a special thanks to the people who e-mailed me to tell me some things I missed through the game for my second version.

Walkthrough written by Cosmin ‘DarkAgez’ Popovici-Toma

